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THE GAME WORLD DOES NOTTxls! 

ON THE SCREEN 


The Game world exists 
between the player’s ears 
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Story elements 

Often do too little to justify their existence 
Often waste a player’s time 
Often are ignored by players 


They have value when they evoke a response in player^ 
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A KEN BURNS FILM 


DIRECTED AND PRODUCED BY 
KEN BURNS AND LYNN NOVTCK 


Ti 


THE WAR 
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THE WAR 

A KEN BURNS FILM 

DIRECTED AND PRODUCED BY 
KEN BURNS AND LYNN NOVTCK 
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Video Game techniques for evoking: 

We are great at symbolic evocation: 
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Percent of the Game Script Doctor jobs 
I’ve Gotten because: 


the team wrote 

way too little 
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Percent of the Game Script Doctor jobs 
I’ve Gotten because: 


the team wrote 

way too little 
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Common errors in game writing: 
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Common errors in game writing: 


Thinking of it as writing. 
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When this is your only tool.... 




GAME NARRATIVE SUMMIT 


GAME DEVELOPERS CONFERENCE 2014 MARCH 17-21, 2014 GDCONF.COM 



GOLDEN HAMMER 


St-ond bode! I h«iv* just th© tool to volv© this. 
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Common errors of game writing 


When your only tool is a hammer... 

Using word processors tends to make 
game writers focus on in-game words 
instead of in-game action, nuance, and 
the player's entire experience. 
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Trust your players. 



GAME NARRATIVE SUMMIT 


GAME DEVELOPERS CONFERENCE 2014 MARCH 17-21, 2014 GDCONF.COM 


Trust your players. 


^Unless you are developing an MMO. 
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e -voke 

i'vok/ 

verb 

1 . bring to mind strong images, memories, or feelings 


synonyms: conjure up, summon (up), invoke, elicit, 
induce, kindle, stimulate, stir up, awaken, arouse, call 
forth 


2. invoke (a spirit or deity). 
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GAME DEVELOPERS 


Evoke 


Resonate with player imagination 
Leave enough empty space 
Suggest 

Trust players to fill in details 
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Pattern Seeking Animals 


Humans are pattern-seeking story-telling animals, and 
we are quite adept at telling stories about patterns, 
whether they exist or not. 



-Michael Shermer 
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Moon 
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Man in the Moon 
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Moon 
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Dragon in the Moon 
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Bride of Frankenstein in the moon 
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Bride of Frankenstein in the moon 
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Evoke 

Humans respond to evocative stimuli so readily that we 
can easily be led to see patterns that are not there. 

This is one of the strongest tools in a storyteller’s 
tricks, and one of the most underused - except 
intuition and feeling. 

Learn to do it on purpose. 

...and hopefully not in a contrived or obvious m 
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Historical techniques for evoking: 

Let Player Figure It Out: 

Raise suspicion 
Misdirection 
Invite questions 
Detective genre 
Oedipus 
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EVOCATIVE Story elements 

Advantages: 

Richer Story 

More deeply felt moments 
More resonant characters 
CHEAPER! MORE EFFICIENT! 

Evocative use of assets scheduled to be built = 
More bang per asset dollar 
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Historical techniques for evoking: 


In Medias Res: 

Start in the middle of the action 
Prevents temptation of tedious exposition 
Trusts the player to till in earlier details 
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Convey IDEA: Big enemy vs. tiny hero 
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Convey IDEA: Big enemy vs. tiny hero 
Option 1 : Walls of text 
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Convey IDEA: Big enemy vs. tiny hero 
Option 2: Evoke 
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Historical techniques for evoking: 


Build Framework 

Leave space for player imagination 

Understatement 

Pare back details 

Teach player through direct experience 

Artists, musicians, architects excel at evoking 
sometimes by intuition. 
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Historical techniques for evoking: 

Let Player Figure It Out: 

Write so the player gets what you meant 
without you having to tell him 
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Historical techniques for evoking: 


Learning through direct experience: Zero 
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Evoke 


Universal response: 

Music, color, shadow, light, expansive/confined space 
Cultural response: 

Flags, religious icons, (also color), etc. 


Contextual response 
Defined by you 
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Tools for evoking: 

This is your output: 



CHARACTER 


CUE 


TRIGGER 


LUCA HUN AREA tfftCl FILENAME 





Kmft Ailhur 

He^. Lancelot fl was rooking Tor 

YOU 

He sees Lancelot 

Lancelot 

Whafs up? 

King .Arthur it greeting 
him, and Lancelot ism 
suiewhal Arthur wants 

King Ailh ur 

Well, 1 found Lne-Se panties in 
your saddlebags, and I was 
thinking. You know, they look 
hind offamiliar, 

He sees the guilt/ Id ah 
on Lancelot's face 

Guenevere 

Oh, hell no. 

Arthur Is getting up In 
Lancelots gn|| 

King Arthur 

Yeah No, I'm sure the re's a 
great explanation. Go ahead, 
fm listening. 

GuenerereS ell but 
admitted her Infidelity 

Mardred 

Aw, snaps! Busted J 

Arthur is all in Lancelot's 
face. 

King Arthur 

Shut up Curne gm, Lancelot 
Let^hear it. 

toordred's such a damn 
down. 


Throne roam, 
Camelot 


Throne room, 
Camelot 


Throne nooim, 
Camelot 


Throne roam, 
Camelot 


Throne roam, 
Camelot 


Thrgne room, 
Camelot 


None m(Jli-a02-lanQl 


None |mat-a02-ari0? 


1.2 

None 

moi‘3U2'g«eoii 

TT~ 

None 

mat-a02-art03 

1.2 

None 

mat~a02- 

morOl 

1 2 

None 

mQM -aQ2-an04 
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Tools for evoking: 

But this is not your instrument: 
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Tools for evoking: 

These are your instruments: 




what colors 
to paint your 
home & why. 
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GAME 


Tools for evoking: 

These are your instruments 


COSTUME 


Girl's Room 


Dining Room 
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Tools for evoking: 


All these elements are already under 
construction in the game as art and audio 
assets — 

but without inherent meaning to the 
progression of the narrative. 
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Tools for evoking: 


You can add a rich layer of meaning and 
evocative power to all the assets that are 
already in the budget - 

but only if you get buy-in from all levels of 
production, starting with the producer. 




GAME NARRATIVE SUMMIT 


GAME DEVELOPERS CONFERENCE 2014 MARCH 17-21, 2014 GDCONF.COM 


Evocative storytelling in other MEDIA 
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Evocative storytelling in other MEDIA 


Costume Design 
Color 

Reveal character 
Evoke mood 
Foreshadow 
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Evocative storytelling in other MEDIA 

H» «• » . «. . 

18111111 • % ~ i ^ w ^ • # '' W» W_^» » ^ •_ w* * • • 

H HBj flfl « r , * * ‘ ■ " t gPli jej lay 3^- 

* % ~ Jf * ^ ^ 

Jesus, guess we didn't get 


the "beige" memo. 
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Evocative storytelling in other MEDIA 
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Evocative storytelling in other MEDIA 
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Evocative storytelling in other MEDIA 

Shape 
Form 
Structure 
Architecture 

Interior and Exterior spaces 
Consult with art director and level designer 





tifirr ; 
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Evocative storytelling in other MEDIA 




I ^ ^ 





1 '-WiwttlWII 

m ,i Hj 
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Evocative storytelling in 


other MEDIA 
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Evocative storytelling in other MEDIA 

Expression 
Micro expression 


Uncanny Valley problems 
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Evocative storytelling in other MEDIA 


Micro expressions 




sadness 

••©drooping upper 
eyelids 

"©losing focus In eyes 

••©slight pulling down 
of lip corners 


contempt 

©lip comer tightened 
and raised on only 
one side of face 


surprise 

| : L**l» (w only on# ##cond: 

j : -©eyebrows raised 

©eyes widened 

; *©mouth open 




disgust 

©noso wrinkling 
•©upper lip raised 


fear 

•©eyebrows raised and 
pulled together 

•©raised upper oyolids 

•©tensed lower eyelids 

©lips slightly stretched 
horizontally back to ears 
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Evocative storytelling in other MEDIA 


Body Language 

Posture 

Gesture 

Contrast 

Juxtapositon 
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Evocative storytelling in other MEDIA 

In-game/cut-scene character actions: 


Flail randomly 

Generic gestures 

Let a mocap actor intuit motions 

Direct it 
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Evocative storytelling in other MEDIA 

Body language evokes response: 
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Evocative storytelling in other MEDIA 



LjLjLS 


1 THE $ , 


FACTORY 
1 OF GESTURES 


i BODY LANGUAGE IN FILM 


tuJ-i 


Written and Presented by John Cleese 


HISTORY 





GAME NARRATIVE SUMMIT 


GAME DEVELOPERS CONFERENCE 2014 MARCH 17-21, 2014 GDCONF.COM 


Evocative storytelling In other MEDIA 
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Evocative storytelling In other MEDIA 
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Evocative storytelling in other MEDIA 



Body 

Language 
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Evocative storytelling in other MEDIA 


Twin Peaks uses exposition in the best sense 
of the term: “to expose” 


Secrets are constantly exposed through 
Twin Peaks, but only after they are evoked. 


After evocation, the exposition is not boring, 
because we are eager to know. 
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Evocative storytelling in other MEDIA 

Here is the secret to non-boring exposition: 


FIRST make your audience care about what 
you are exposing 


A vital way to do that is by evoking first. 
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Evoke 


Universal response: 

Music, color, shadow, light, expansive/confined space 
Cultural response: 

Flags, religious icons, (also color), etc. 


Contextual response 
Defined by you 
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Video Game techniques for evoking: 

Costuming/set design evokes human sacrifice 
Broken Age: Names: “Sugar Bunting” “Vella Tartine” 
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Video Game techniques for evoking 

Dialogue as an path to player discovery: 


Dhall - “What makes you think this life *is* real? Look inside yourself. Do 
you not feel something Lacking?* Dhall shakes his head. This is a 
purgatory. There is only sorrow here. Misery. Torment. These are not 
the elements that make up life.' They are part of the cage that traps us 
in this shadow." 


T think your fatalism has gotten 
.part of life, but not the whole of 
'Cage us? How?' 

“Enough of your philosophy. Wh 


Those elements are 
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New WAY TO THINK OF GAME WRITING 


Dramaturgy 
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New WAY TO THINK OF GAME WRITING 


Dramaturgy 

Composing the elements of story into a form 
that may be acted. 
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New WAY TO THINK OF GAME WRITING 


Ludoturgy 

Composing the elements of game into a form 
that may be played. 
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New WAY TO THINK OF GAME WRITING 


Dramaturgy 


“...the name given to that set of elements 
necessary to the working of a play at any 
moment in its passage from imagination to 
embodiment..." 



--Geoffrey Proehl 
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New WAY TO THINK OF GAME WRITING 


Ludoturgy 

“...the name given to that set of elements 
necessary to the working of a game at any 
moment in its passage from imagination to 
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New WAY TO THINK OF GAME WRITING 


Ludoturgy 

Screenwriters and playwrights seldom have input 
into a film or play. Their work ends with the page. 


Dramaturgs are essential to the ongoing 
production. Narrative designers should be, too. 
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Ways to stomp on player imagination 

Over-explaining 

Hints before the player wants them 
Stop enjoying yourself and get on with my plot. 

Uncharted: “Hey Nate, what if we move the 
statues?” 



Marvel Heroes: “What are we just standing around 
for?” / 



Evocative Storytelling: 

Write Less, Reveal More 

Daniel Greenberg 

President, Media Rez 

ludoturgy@danielgreenberg.com 


CD GAME NARRATIVE 

j SUMMIT 


GAME DEVELOPERS CONFERENCE" 


SAN FRANCISCO, CA 
MARCH 17-21, 2014 
EXPO DATES: MARCH 19-21 


2014 


